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Annorauusi. Cogpemennvie peaiuy 3aCmasisiion HAC 3a0yMamMvbCs 0 NOBbIUEHUU MOMUsayuy 0yoyuux
8paveti K u3y4eHuio mpyooemMKux, npocpecCcu8HO-paseuBAIOUUXcs OUCYUNIUH, K KOMOPbLIM OMHOCUMCSL UM-
MmyHonoeus. Tlonumanue UMMYHHBIX MEXAHUZMO8 U UX POIU 8 HOpME U NPU PA3GUMUU NATHONOSUYECKUX CO-
cmosiHull mpebyem om 00y4arWUXcsl He MOIbKO 2YOOKUX QYHOAMEHMATbHBIX 3HAHUL, HO U AHATUNUYECKO2O0
MBIUTEHUSL U NPOCMPAHCTNEEHHO20 NPEOCMABNeHUs NPOUCXO0AUWUX 8 X00€ UMMYHHO20 OMEemd NPpoYeccos.
Co30anue MOmMueUpoBaAHHOU KOMNEMEHMHOU TUYHOCIU 8PAYd, CNOCODHO20 DLICIPO OPUESHMUPOBAMBCA 8 OU-
HAMUYHO PA36UBATOUEMCSL U OOHOBTAIOWEMCSL UHMOPMAYUOHHOM NPOCTNPAHCMEe, peulams MeOUYUHCKUe 3a-
oayu Ha baze npuoOpemenHHbIX KOMReMeHYUll, @ MmaKdice UHMezSpuposams 3HAHUS U HABLIKU OM QyHOAMEH-
MATLHBLIX OUCYUNIUH K KAUHUYECKOU NpaKmuKe — @ HACmosujee peMs s8Isemcs 0OHOl U3 napaouem meou-
yuHcko2o obpazosanust. Bnedpenue 6 nedazocuyeckuii npoyecc cogpemeHnvlx 00pa308amenbHbIX MeXHON02Ul,
MAKUx Kax eetimMupurayus (UCnOIb3068anUe USpbl 8 00PAZ0BAMETLHOM NPOYECce) 3HAUUMETLHO VEeIudUsaem
e20 ahhexmusHoCmb 30 Cuem NOGvIUUEHUS B08TIeYeHHOCMU 00yuarowuxcs. /lannas cmamosi packpuvleaem Ou-
3atiH uHmMepaxmuenol yugposou guxmopunsvl « OOuas UMMYHOLO2ULY, CO30AHHOI HA Da3e cepauca no paspa-
bomie mecmos u 0opazosamenvhvlx npoekmos «Kahoot», a maxace ompasicaem pe3yivbmamul UCCIe008aAHUS
0 GUAHUU USPBL HA 00YUeHUe U 806l1eYeHHOCMb. B suxmopune npunsiu yuacmue 112 cmyoenmog newednoeo
gaxynemema CegepHoco 20Cy0apCmEeHHO20 MEOUYUHCKO20 YHuUgepcumema (2. Apxaneenvck), 6anuoubix
amKkem ¢ «00pamHoll c6s3vi0» OvL10 noayueno 67 (59,8%). Borvwuncmeo cmyoenmos (86,5%,) coobwunu,
umo uepa 6viia none3Ha O U3V4eHUs UMMYHOIO2UU U NOBLICULA UHMepec K Oucyuniune. Y pecnonoen-
M08 ObLIO NONOAHCUMENbHOE OCHPUATNUE USPbL C TNOYKU 3PEHUs 3aKPENIeHUss MEPMUHON0SUL 8 UMMYHOI02UU
(86,6 %) u cmpyxmypuposanus mamepuana (86,1%,). Taxum obpazom, snedpeHue mexnoro2uu ceumupurayuu
N0360J151em NOGLICUMb MOMUBAYUIO CTTYOESHMA K U3YYEHUI0 PYHOAMEHMATbHOU U KIUHUYECKOU UMMYHOLO2UU,
nomozaem 6 CIMpYKmypupoSanuy Mamepuaid 1 3aKpenieHuu CLoJCHOU MePMUHOL0SUU.
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Abstract. Modern realities make us think about future doctor's motivation raising to study labor-intensive
progressively developing disciplines including immunology. Understanding the immune mechanisms and their
role in normal and pathological conditions requires students to have deep fundamental knowledge, analytical
thinking and spatial representation of the processes occurring at the immune response. Creating a motivated
competent personality of a doctor who is able to navigate quickly in a dynamically developing and updating in-
formation space, solve medical problems based on acquired competencies, and integrate knowledge and skills
from fundamental disciplines to clinical practice is currently a paradigm of medical education. Introducing
modern educational technologies, such as gamification (using the game in the educational process) into the
pedagogical process increases significantly its effectiveness by raising the student involvement. This article
reveals the design of the interactive digital quiz « General Immunology» created base on «Kahooty service for
test and educational project development, and reflects the research results of the game effect on learning and
engagement. 112 students of the Medical Faculty of Northern State Medical University (Arkhangelsk) took part
in the quiz, 67 (59.8%) valid questionnaires with «feedback» were received. Most students (86.5 %) reported
that the game was useful to study immunology and raised interest in the discipline. Respondents had a positive
game perception in terms of fixing terminology in immunology (86.6 %), and structuring the material (86.1%).

Thus, introducing gamification technology can increase the student's motivation to study fundamental and
clinical immunology, helps to structure the material and fix complex terminology.

Keywords: immunology, gamification, modern educational technologies.
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leiimudukanms HaYMHACTCS HE C UTPOBBIX 3JICMEHTOB, a C TOTO, KaK OHA BO3JICHCTBYET
Ha KJTFOYEBBIC CTUMYJIbI TOBEICHHS YSIOBEKa
1O-Kaii Yoy [1]

Baenenne. COBpeMeHHaﬂ Tapaaurma MCIUIMHCKOTIO o6pa30}3aH1/1;1 JOJDKHaA OBITE OpPUCHTHPOBAaHa Ha CO3JaHNC MO-
TI/IBI/IpOBaHHOfI KOMIICTEHTHOM JTUIHOCTH Bpaya, CIIOCOOHOIO GBICTPO OpPUCHTHUPOBATHCA B AMHAMWYHO Pa3BHUBAIOIIIEMCH
u O6HOBJ'I$I}O]J_ICMC$I I/IH(I)OpMaI_II/IOHHOM TMPOCTPAHCTBE, PCIIATh MECAUITMHCKUC 3a/1a9i Ha Oaze HpI/IO6peTCHHbIX KOMIIC-
TeHI.IHfI, a TAK)KC UHTCTPUPOBATH 3HAHNA U HABBIKU OT @yHI[aMCHTa.HLHHX JUCIUIUINH K KJIMHAYECKOM TPAaKTHKE [2, 3]
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UmmyHoNOTHS SBNAETCS ONHOW M3 KIIIOUEBBIX M OJHOBPEMEHHO CIIOXKHBIX AJISI BOCHPUATHS TUCHUTUINH
B COBPEMEHHOM MEIUIMHCKOM 0Opa3oBanuu. OCBOEHNE UMMYHOIIOTHH TpeOyeT 0T 00y4aloIuxcsi He TOJIBKO
D1yOOKUX (yHAaMEHTalIbHBIX 3HAHWH, HO U aHAJIMTUYECKOTO MBIIIICHHUS M IPOCTPAHCTBEHHOTO MPeCTaBIIe-
HUS IPOUCXOSIIINX B XO/Ie IMMYHHOTO 0TBeTa mpoteccax [4]. Cepbe3Has mpobieMa n3ydeHns HMMYHOJIOTUU
CTOMT Tepe]l BpadyaMy Pa3IMYHbIX CIIEHUATBLHOCTEH, YUUTHIBasl HEOOXOAUMOCTh B MCIIOJIb30BAHMH NMMYHO-
JUAarHOCTHYECKUX U UMMYHOTEPAeBTHUECKUX MOAXOA0B, OCHOBAaHHBIX Ha COBPEMEHHBIX HPEICTaBICHUSIX
00 MMMYHHBIX MEXaHH3MaxX Pa3BUTUS MHOTOUMCIEHHBIX OonesHell [5—7]. U3yuennio crpoenus u QyHKIUHA
HMMYHHOH CHCTEMBI OTBOJHTCS sl YacoB Ha Kadeape TUCTOIOTHH, LIUTOJIOTUU B AMOPUOJIOTHH, a Tpero-
naBaHue (QpyHIaMEHTAILHON M KIMHMYECKOH HMMYHOJIOTHH OCYIIECTBIsIETCs Ha Kadeape KIMHINYEeCKoi Ouo-
XUMUHU, MUKPOOHOIOTHH U abopaTtopHOil AuarHoCcTHKH CeBEepHOro roCyJapCTBEHHOTO MEAUIIMHCKOTO YHU-
BEpCUTETa B COOTBETCTBHH C TpeOoBaHMIMU DeiepaabHOTro ToCyAapCTBEHHOTO 00pa30oBaTeIbHOTO CTaHapTa
1 OPUEHTHPOBAHO B MIEPBYIO OUYEpeab Ha OCBOSHHE O0yUaIoIIUMICS psija KOMIIETEHIINH — KOMIUIEKCa Croco0-
HOCTEH, 3HAaHW, TIPENCTaBICHUH, MEXIMYHOCTHBIX U MHTEJUIEKTYaNbHBIX HABBIKOB, STHYECKHX YCTaHOBOK,
KOTOpBIE BBIPAa0aTHIBAIOTCA B Mpolecce 00ydeHus. IMMYHHBINM OTBET M MEXaHU3MBI €r0 PETYIALUH JIeKaT
B OCHOBE [TOHMMAaHUS 3THONATOTeHE3a U KIMHUYECKUX TPOSBICHUI MHOKECTBA MAaTOJIOTHYECKIX COCTOSHUH.
WmmyHHBIH 0TBET M MH(PEKIMOHHBIN MpoIiece, IPOTHBOOMYXO0JIeBas 3allUTa, aJNIEPrHYecKUe U ayTOMMMYH-
HbIE 3200JIeBaHUs, IMMYHOJIOTHS PENPOAYKINH, KOHCTPYUPOBaHHE BaKIIMH M CHIBOPOTOK, BOPOCHI UMMYHO-
TeHETHKH — JJaHHBIM pasziesiaM yAenseTcsi 0co00e BHUMAHKUE B M3Y4YeHUH JUCLUILTUHEI [§].

st akTUBH3aLMK Y4eOHO-TT03HABATEILHOM AEATENFHOCTH 00yYaroIUXCsl, MOBBILIEHHS PUBIEKATEIHLHO-
CTH TIpoliecca 00y4eHHs, a TAKKe MOBBIIICHUS MOTHBAIMH KakK Mearora, Tak U CTyAeHTa HEOOXOJUMO BHe-
JpeHHe B [eIarorH4eCcKri Mporecc COBpEeMEHHBIX 00pa3oBaTeIbHbIX TexHodorui. K HuM otHocsTes: 1) mpo-
OonemHoe oOydeHue; 2) pa3HOYpPOBHEBOE (aanTUBHOE) 00yUYeHHE; 3) MPOSKTHBIC U UCCIICNOBATEIHCKUE METO-
Ibl 00y4UeHUst; 4) cucTeMa HHHOBAallMOHHOHM OLEHKH «IOPTHOIHO0»; 5) 00yueHHe B COTpyAHUYECTBE (KOMaH -
Hasi, rpynnoBas pabora); 6) TEXHOIOTHsI HCIOJIb30BaHHUS B 00yUYEHHH UTPOBBIX METOJOB: POJIEBBIX, ACTOBBIX
00y4aloMX Urp U HEKOTopble Apyrue. Camble TEPCTIEKTUBHEIE, IPOPHIBHBIEC MMEAarOorH4ecKrue TEXHOIOTHH
CKOHIIEHTPUPOBAHBI B 00JIACTH JICKTPOHHOTO 00yUEHUS ¢ UCIOJIb30BaHUEM TexHonoruii Web 2.0, BHenpeHH-
€M MEAMLIUHCKHX MOIKAcTOB, Mennuabnoros, YouTube-kaHanoB 1 HCTIONB30BaHKE B O0yUSHHU 00pa30BaTelb-
HBIX Urp [9]. CrienuanucThl BBIACISAIOT Pl OCHOBHBIX MUPOBBIX TEHJICHIWH B OpraHU3alM{ M peajn3anuu
AJIEKTPOHHOTO 00YYCHHMSI, B YUCJIC KOTOPHIX HAXOAUTCS reimudukarus [10—12].

leiiMudukanus (OT aHII. game — UTpa) — TEXHOJIOTHUS UCIIONBL30BAHUS UTPHI B 00pa3oBaTeIbHOM IMPO-
1ecce — 3HAYUTEIHHO yBEIIMYUBACT ero 3(p(QEeKTUBHOCTh 3a CUET TOBBIIICHUS BOBICYEHHOCTH O0YUYarOIIMXCSL.
Urposast popmMa 3aHITHI BBICTYIAET KaK CPEICTBO MOOYXKAECHHSI, CTHMYITHPOBAaHHS K yueOHOW AeATeIbHOCTH
[13; 14]. OcHOBHBIMU 331a9aMH HUCIIOJIb30BAHMSI UTPOBBIX TEXHOJIOTHI B «HEUTPOBBIX) MPOIECCaX — IPH MPO-
BEICHUU NPAKTUUYECKUX 3aHITUHN U JIEKUUN SBISIOTCS:

® [IOBBIIIICHNE BOBJICYCHHOCTH W MOTUBALIMU OOYHYAIOIINXCS K H3YUECHHIO CIIOKHBIX Pa3esiOB AUCIUIUIMHBL;

® CTUMYJIHPOBAaHUE OLICHUBAHUS COOCTBEHHBIX « IHBECTHUIIMI) B COBMECTHYIO JIESITEIBHOCTD KOMaH/IbI;

® [TIOCTOSIHHOE U MTOCTETIEHHOE OTKPBITHE HOBOH MH(POPMAIIHH;

® MOJICITUPOBAaHUE peaibHON npodeccuoHanbHol cutyanuu [13; 15-17].

IocTanoBka 3amaun. /i1 TydIero yCBOCHUsI 00yHYaIOMIUMUCS CIOKHBIX MPOLECCOB (QYHKIIMOHHUPOBA-
HUSl IMMYHHOH CHUCTEMBI, B3aUMOJCHCTBHSI €€ C Pa3InYHBIMU MAaTOT€HAMHU U MIOHUMaHHS TPETOaBaTeIIMU
«mpo6enoBy B 00yueHHH, HaMu ObUTa pa3paboTaHa oOydarolias Urpa-BUKTOPHHA Ha 0ase cepBHca MO co3Ja-
HUIO TECTOB M 00pa3oBaTeNbHbIX MpoekToB «Kahoot». B maHHOM cTaThe ONMUCHIBAETCS MU3aliH MHTEPAKTUB-
HOW QpPOBOI BUKTOPHHBEI «OO0IIas IMMYHOIIOTHSI», a TAaKXKE PE3yIbTaThl UCCICIOBAHUS O BIUSHUN UTPHI
Ha 00y4YeHUE U BOBJICUCHHOCTh. Mrpa Oblia co3aaHa jjis CTYJACHTOB BTOPOTO Kypca JieueOHOTo (hakyibTera
CeBepHOT0 TOCYJapCTBEHHOTO MEIMIIMHCKOTO yHUBepcuTeTa. OCHOBHAS 1ENTb UTPHI-BUKTOPHHBI — TIOBBICUTH
BOBJICUCHHOCTD B M3y4YEHHUE CTYJeHTaMH (yHIaMEHTaIbHON TUCIUTUINHBI — IMMYHOJIOTHH.

3aja4n, KOTOpbIE ObLIHM MOCTABICHBI JJIS TOCTHXKEHHS LEITH:

® 3HAKOMCTBO CTYJCHTOB ¢ 00pa3oBaresibHOM urpoit «Kahooty;

e [OBBIIICHHE UHTEPECa M KOHIIEHTPAIIMH CTYIEHTOB B MPOIIecCe U3YUYCHUs MaTepHaa;

® IIpPOBEpPKa YPOBHS YCBOSHHS 3HAHHI U UX CAMOCTOSITENIbHAS OLIEHKa 00YYarOIIMHUCSI.

MeTtonosiorusi 1 MeToaUKAa HccjaenoBanus. B xone paboTel HaMu OBUT MCTIONB30BaH IKCIEPUMEHTAIIb-
HO-OMITUPUYECKHUI METOJI: UCTIOJIb30BaHUE OMPOCa 00yUYarOIIUXCs M MPOBEACHUE SKCIIEPUMEHTA C HCIIOJb30-
BaHHEM 00pa30BaTEIbLHOMN UTPHI.

Oxcnepumenmanvhasn 6aza ucciedoganus. [lepen Tem, Kak MPUCTYNHTh K Pa3padOTKe UTPhI, HAMU ObLI
MPOBEACH OMpPOC U OLEHKU MPEICTaBICHUsI OOydYaloMMXcs O MPEIMETE, CIOKHOCTAX B MOHHUMAaHUH,
a TakKe 0 NMPUBEPKEHHOCTU K MPOBEACHHUI0O MHTEPAKTHUBHOW WIPHI MO 00IIeld MMMyHONoruu. B ompoce
MPHUHSIM y4yacTtue 72 cryieHrta jedeOHoro (akynprera, U3 KOTOPBIX 52 pecnionaenra (72,2%) oTeeTuiy,
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YTO M3y4yaemas JUCHUIUIMHA SBISETCS CIOKHON HM3-3a OONBIIOr0 KOJMMYecTBa 00pa3oBaTeNbHOTO KOHTEH-
Ta ¥ HOBOM TEPMUHOJIOTHH B COBOKYHHOCTH C HEXBATKOH BPEMEHHU M HEAOCTATOUHBIM 0a30BBHIM YPOBHEM
3HaHUH y oOyuarommxcs. B cBoio ouepens, BONPOC 0 MPOBEACHUN UHTEPAKTUBHON UTPBI-BUKTOPUHBI OBLI
MTOJIOKUTETBHO BOCIIPUHSAT 64 pecrionaeHTamu (88,8 %), B To Bpems kak 4 (5,6 %) O0butn ipotus u 4 (5,6%)
BO3EPIKAIUCH OT OTBeTa. Ha 0CHOBaHMM MOMYyUYEHHBIX OTBETOB MpenojaBaTesiMu Kadeap OblIo MPUHSITO
pelieHue o pa3paboTKe UIPbI-BUKTOPUHBI, HANIPABICHHON Ha MPEOJ0ICHNE CIOKHOCTEH B OOYUeHUHU U TO-
BBIIIEHUE MOTHBALIMU K IPEIMETY.

Jnst co3naHus UTPHI-BUKTOPUHBI OB BRIOpaH CepBHUC MO pa3paboTKe TECTOB M 00pa3oBaTEIbHBIX
npoekToB «Kahoot» (https://create.kahoot.it). JlanHbI cepBuC oOecmednBaeT BO3MOKHOCTh MPOMEKY-
TOYHOTO M HTOTOBOTO KOHTPOJISl 3HaHHUM 00ydJaromuxcs mo u3ydaemMon aucuumumne. [IpenonaBarens, pe-
TUCTPHUPYSCH Ha CEPBUCE, NOTy4aeT BOBMOXKHOCTh CO3JJaHUSI OTKPBITHIX BUKTOPHH, TECTOBBIX OMPOCOB,
KOTOpBIE MOKET pealin30BbIBATh KaK OHJAHH BO BpeMs MPOBEACHHS NMPAKTHUECKUX 3aHATUN U JIEKIUH,
Tak 1 odduaiin ¢ mocTynoM depes3 AUCTAHIMOHHBIE 0Opa3oBaTelbHBIE MOpTaibl (Hampumep, Moodle,
Medunet u ap.). Bo3MOXXHOCTD AUCTAHIMOHHOTO JOCTYNa K BUKTOPHUHE SIBISETCS LIEHHOW B 3MOXY Ie-
pexona Ha OHJIaH-00y4eHHE, a TAKXKE B MEPUOJ HECTAOMIHLHOW CAHUTAPHO-3MHIEMHUECKON CUTYaIUH.
OOyuaromiuecs ke, B CBOIO 04epellb, MOTYT IPOWTH TE€CT / BUKTOPHHY HEMOCPEACTBEHHO Yepe3 MOOMIIb-
HOE MpUJIOKEHHUE Ha cBoeM TeiedoHe, Tubo Ha caliTe cepBuca. Haubonbiunii mHTEpEC, ¢ HAalIEH TOUYKU
3peHHUsl, IPEACTaBIsACT MPOXOKACHNE BUKTOPUHBI / TECTa OHJIAH BO BpeMsl MPAKTHUYECKOrO 3aHATHUS /
ceMHUHapa / JIEKIIUH, KOT/la UCIIOJIb3YETCsI COPEBHOBATENBHBIN JIEMEHT: KTO U3 CTYJEHTOB OBICTPO U BEp-
HO OTBETHT Ha BONPOC — TYT )K€ «BHICBEUMBAETCSA» B TaONHIIEC JIUJEPOB, BBI3BIBAS JAODKHOE YBaKCHUE
koyier. Takke JOCTOMHCTBAMHU IPHIIOKEHHUS SIBISIOTCS BO3MOXXHOCTH JEMOHCTpAIlMU ayJUTOpUHU Ipa-
BIJIBHOTO OTBETa Ha TECT W 3aJlaHUE, NOHATHBIA U yIN0OHBIH UHTEp(dEiic, BO3MOXKHOCTh CO3/1aBaTh pa3-
JUYHBIC TUIIBI TECTOB, a TAKXKE CO3AaHKe UX B popMaTe HTPOBBIX MEXAHHK, U, KOHEYHO K€, OeCIUIaTHBIN
JIocTynl K cepBucy. OHaKO y cepBUCa CYLIECTBYIOT HEKOTOPbIE OTpaHUYEHUs, KaK, HallpuMep, OTCYT-
CTBHE BO3MOXXHOCTH BCTPOHUTH TECT Ha CTOPOHHUH caiiT, HeOOJIbIIOE KOJIMYECTBO CUMBOJIOB Ha OTBETHI
B HEKOTOPBIX T€CTaxX.

Xo0 sxcnepumenma. VIToroBas BUKTOPUHA IO 00IIeH KMMYHOJIOTHU BKJIO4ana B ceOst 25 BOPOCOB
M0 TUCLUHUIINHE, CTPYKTYPHUPOBAHHBIX B COOTBETCTBUU C U3yYaeMbIMH pa3feiaMHu: CTPOCHHE U QYHKIIUU
HMMYHHOH CUCTEMbI, HMMYHOKOMIIETEHTHBIE KJIETKHU, Heclelupuieckre GakTopsl 3allUTH, MEXaHH3-
MBI peaju3alii UMMYHHOTO OTBETa M Ap. UTO BKIIOYAIOT B ce0s MaTTepH-PACIO3HAIOUINE PELENTOPHI,
Kakasi OakTepuaiabHas CTPyKTypa pacmo3Haercs ¢ nomolsio Toll-like penentopa 4 Tumna, 4to sSBIsETCA
MyCKOBBIM MEXaHH3MOM aKTHBAallMM KOMILJIEMEHTA IO KJIACCUYECKOMY IYyTH — 3TH W APYTHE BOMPOCHI
JEMOHCTPHUPOBAIUCH CTYJEHTAaM Ha JIEKIIMH WM MPaKTHYEeCKOM 3aHSITUU B OHJAHH-pexxume. BxomHoi
uHTep¢elic BUKTOPUHBI IPE/ICTABIICH HAa pUCyHKeE 1.

i Hema {® Discower = wahoeis | Reperis

T, Py

Questions (25)

Qi
Hre WE NepeusMc HHOTD HE OTHOTHTEN K BAULMTHBIM Gap epas opranmasdaT

MATTEpH-PACMISINAICLNG PEUSTTGPG! [PRR) BAKWA0T & coba:

O6Lan WMMYHONOMMe
(uToronas BUKTOPMHA) 2o -

O favoraes H plays T4 payoers TLR4 (Toll-like peusnrop & Tana) pacnoaHadns

A public kahoot

Fo ey O et g HTO M3 NEPCYMCNE HHOID OTHOCHTER M LEHTRAMLMHGIM ORraHAM MMM YHHON CHETEMLIT

KatahisDuvidonich

s - Wiz
MapaxopTHsansHars 10Ma mMsdaTw-ecore yana B Gonswed 4acTms NpeaCTIRg e

Puc. 1. Bxognoii unrepgeiic BUKTOPUHBI (U3 «JIHYHOT0 KAOMHETA) MPernoiaBaTeJisi — CO31aTeJisi BAKTOPUHDI)
Fig. 1. The quiz input interface («personal accounty of the teacher created the quiz)
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Kaxnpiii Bompoc conpoBoxaaics HHTErPUPOBaHHBIM BHECO Wi o0ydaroniel mumoctpanuei. Hanpuwmep,
pu OTBeTe Ha Bompoc «Kakoil BUA MMMYHHOTO OTBETa pealu3yeTcsl Ha AaHHBIH BO30YIUTENb?» CTyAeHTaM
Obu1a mpuBeneHa Mukpodotorpadust Mycobacterium tuberculosis, KOTOPYIO OHU JOJKHBI ObUTH UACHTHPULIU-
POBaTh U MOCIIE 3TOTO OTBETUTH Ha BOmpoc (puc. 2).

7 cpads

Kakoi Bua MMMYHHOIO OTBEeTa peannsyeTtcsa Ha
OaHHbIK BO36yauTeNb?

¥

Painis

"'._*3,_
':*".'ii (L]

1% Quir
A Hecneundwaeck i O 0 MyMopansHbA O
i UMTCTOKCHHECHIR l\‘_/I B HnevourbiR BOCNANMTENEHLIA @

Puc. 2. Unrepdeiic Bonpoca npo npeaBapuTe/ibHYI0O HIeHTH(PUKANMIO BO30ynuTesi (Mycobacterium).
Pesxnm peakTHPOBaHHSI BONPOCOB
Fig. 2. Interface for a question about preliminary identification of the pathogen (Mycobacterium).
Question editing mode

Lo Fram speadchon HneTouH

Ha peunienue u oTBET Ha BONPOC, B 3aBUCUMOCTH OT €ro CI0KHOCTH, 00y4aroIuMcs 1aBajaock ot 30
cekyHa 70 1 MuHyTHI. C MOMOIIEI0 MOOUIBHBIX YCTPOUCTB yYaCTHUKH BUKTOPUHEI IaBaJIy OTBETHI HA MO-
CTaBJICHHBIC BOTIPOCHI, MTOCIIC KaXKJIOTO U3 KOTOPBIX B CIICIIHATBLHO OTBEACHHOES BpeMs OBLIO 00CYKICHHE
MPaBUILHOCTH BBITIOJIHCHUS 33/IaHUS ¥ MPOCMOTP TYPHUPHOH TaOMUIIBI TUIepOB. Benb UMEHHO COpEeB-
HOBAaTEJIbHBIA KOMIIOHCHT 3a4aCTyI0 MOXET MOTUBHPOBATH CTYACHTOB K OBICTPOMY M TOYHOMY BBITIOJI-
HEHUIO 3aJlaHuii. Bo BpeMs mpoxoxIeHUsI BUKTOPHUHBI Ha CBOEM MOOMIIEHOM YCTPOHCTBE 00yJaromuecs
MOJTyYalId YBEAOMIICHHUS O KOJUYECTBE «CTPANKOBY» — MAKCUMAJIIBHOM YHUCJIE MPAaBUIBHBIX OTBETOB TOJI-
psl, O IUIEPCTBE WM OTCTAaBAHWH B OTBETaX Ha BOMPOCHI. B TO e BpeMs mpernojaBaTelib B CISIUAIBHO
OTBEJIEHHOE BpEMsI MOCJIC KaXKJIOI0 BOMPOCA MOT JaBaTh KOMMEHTApUHU U MOSCHCHUS, CICIUTh 3a peakK-
HEH ayIuTOpUH Ha UTPY. B KOHIIE BUKTOPHWHBI MOCIE JEMOHCTPAIMU TAOIUIBI JTUACPOB yUaCTHUKAM
MpeJIarasoch JaTh «00OPaTHYIO CBsI3bY M0 MOBOJY MPOXOXK/ICHHS BUKTOPHHBI.

PesyabTarsl. [l u3yyeHusl BOCIPUSITUS CTYICHTAMU-YYaCTHUKAMH BUKTOPUHBI HAMH OBLI MPOBE-
JICH OHJIAMH M MUChbMEHHBIH onpockl. [lepBas 4acTh ompoca COCTOsIa U3 MATH BOIMPOCOB, OCHOBAHHBIX
Ha naTubamibHOM mkane Jlalikepra B nuama3one ot 1 (KaTeropuyecKu HE COTNAceH) A0 5 (MOJHOCThIO
corsaceH). Bompocs! Obutn pa3padoTanbl, YTOOBI BBISBUTH PEACTABICHHS YUYalUXCs O TOM, [IOMOTLJIA JTU
Wrpa UM B MTOBBIIICHUH MOTHBAIIUK U UHTEPECA K U3YUCHUIO MpeaMeTa. Bropas yacTh onpoca BKIIrOuasa
paszien OT3bIBOB M KOMMEHTAPUEB.

Bcero B BukTOpHHE NpUHSIIH y4acTue 112 cTyneHTOB JiedeOHOTO aKynbTeTa, BATUIHBIX aHKET C «00-
paTHOM CBs3bi0» ObLTO monyueHo 67 (59,8 %). bonbmHCTBO cTyaeHTOB (86,5 %) cooOuIuIu, 4T0 Urpa
ObLIIa TI0JIC3HA ISl U3yYCHUS UMMYHOJIOTUH U TIOBBICUJIA HHTEPEC K JUCIUILIAHE. Y PECIOHIEHTOB ObLIO
MOJIOKUTEIIBHOE BOCIIPUATHE UTPHI (OLICHKA 4 — COTJIACEeH WU 5 — MOJIHOCTHIO COTVIACEH) C TOUKH 3PCHUS
3aKPEIUICHUS TEPMUHOJIOTUU B UMMYHOJIoruu (86,6 %) u cTpykTypupoBanus marepuaina (86,1 %). Camo-
CTOSITENLHO MPONUTU BUKTOPUHY TOTOBHI 24 pecnionaenTa (35,8 %) (puc. 3).
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[ToBBICHIA HHTEPEC K TIPENMETY I:ﬂ?,s 14,9 _

Haxoxy urpy wHTEpecHOH I Brs 3.9 _

[loMorna B CTPYKTY PHPOBAHHE MATEPHATA [ 89 224 _
[Momorna B 3aKpenneHdd TEPMHHOB rln,-t 17,9 _

byay Hrpars caMOCTOATE/IBHO [ 61,2 17,9 -

® Kareropuaeckn He cornaced (1) m He cornacen (2) m Hefirpaneho (3) m Cornacen (4) m[lonnocrsio cornacen (3)

Puc. 3. Onenka BocnpusTus no mxkaJse Jlaiikepra (B %) BUKTOPpHHBI «O011asi HMMYHOJIOTHSD)
crynentamu (n=67)
Fig. 3. Assessing students' perception of the quiz « General immunologyy by the Likert scale (in %) (n=67)

[To pe3ynbTaTram OLIEHKH BTOPOIi 4aCTH ONPOCa OCHOBHBIMU KOMMEHTApPHUSMH OBLTH: «aHUMaLUs o0erdaer
3alIOMHUHAHUE», «3JIEMEHT UTPHI MOIOTPEBAET UHTEPEC K AUCLUIUIMHEY, «XOTEJIOCh Obl BBEICHUS BUKTOPUH
Ha KaKIOM [IPAKTUUECKOM 3aHATUH». OJHaKO He 000IIIOCh M 0e3 HEeTaTUBHBIX OLICHOK, 00YCIIOBJICHHBIX, BE-
POSITHO, HU3KOM MOTHBAITUEH 00ydJaroNIXCs.

[IpoBeneHHbII HAMU 3KCTIEPUMEHT BBISIBIII CIICAYIOLINE KIIIOUEBBIE ACTIEKThl BHEAPAEMON METOANKH:

e CcoBpeMEHHOE 0OyuyeHHe TpeOyeT MHOTOTPaHHOTO MOAXONA C MPUMEHEHHEM 3JIEKTPOHHBIX 0Opa3oBa-
TEJILHBIX TEXHOJIOTHH K Mpolieccy MPenoAaBaHus, TO €CTh HeOOXOAUMO CIIE0BATh 34 TCHACHLUSIMH Pa3BUTHUS
ANIEKTPOHHON 00pa30BaTENLHON CpPEbl;

® [OBBIIICHHE MOTHBALWHU K W3YYCHUIO AMCUUILIMHBI MO3BOJIHUT Pa3BHBATh JTMUYHOCTHBIE M MPOQECCHO-
HaJbHBIC Ka4ecTBa 00yYaroIuXcs;

e reiiMUGUKaLus CIIOCOOCTBYET MOSIBIICHUIO BO3MOKHOCTH OECTIPUCTPACTHON OLICHKH M3yYE€HHOTO Mare-
pHana, BhISIBICHHUS TPOOETIOB U CBOEBPEMEHHOW KOMIIEHCAIIMY HEAOCTAIOIINX 3HAHUH.

BriBoabl. Bricoko MOTHBHpOBaHHBIC M TaJaHTIUBBIE OOyYarolIHecs CErolHs KaK HUKOTAA HY>KAAIOTCS
B HOBBIX MOIXOAaX K M3yUYEHHUIO (PYHIAMEHTAIBHBIX AUCHUIUINH, TAKUX KaK UMMYyHoorus. ClienoBaTensHo,
coBpeMeHHast 00pa3zoBarebHas cpeia TpedyeT pa3padOTKU U BHEPEHUS HOBBIX BUJIOB TEXHOJIOTUH O0YUYCHHUS,
MTOCTOSIHHOTO TIOTIOTHEHHSI TIPETIOIaBaTesIeM CBOMX MPOo(hecCHOHABHBIX 3HAHUH U IPOBEPKHU UX BOCTpeOOBaH-
HOCTH TyTeM addepeHuun co cTyaeHTaMu. BHeapeHne TeXHONOTuu TeiMu(UKAK MO3BOJISIET MOBBICUTH
MOTHUBAIIMIO CTYICHTa K U3Y4YEeHUIO QYHAaMEHTAIbHON M KIMHUYECKOH UMMYHOJIOTHH, IOMOTAeT B CTPYKTY-
pUpPOBaHUM MaTepHalla ¥ 3aKpenIeHUH CI0KHOM TepMuHonoruu [18].

O0pasoBarenbHble UTPBl U BUKTOPHHBI, pa3pa0OTaHHbIC Ui U3yueHHs (QyHIAMEHTAIbHBIX JWUCIMIUIMH,
BBIpa0aTHIBAIOT CIIOCOOHOCTh KPUTUYECKH OLIEHMBAThH JEHCTBYIONIYIO CUTYalMIO, HAXOAUTH PELICHUs 10 ee
COBEpPIICHCTBOBAHHUIO, & TAaK)KE SIBIAIOTCS MOIIHBIM CTHMYJIOM aKTUBU3AIMHU CAMOCTOSITEILHON paboThI
o MPHOOPETEHHI0 MPO(eCCHOHATBHBIX 3HAHUM, HABHIKOB U YMEHHH, TAKMX KaK KPUTHYECKOE MBIIUICHHE,
yMEHUE NPUHUMATh pElIeHUs], padoTaTh B KOMaHAe, OBITh TOTOBBIM K coTpyaHuuecTBy [19; 20]. Ha Ham
B3[JIS/I, CTAHOBJICHHE BCECTOPOHHE Pa3BUTOM JTMYHOCTH Bpaya MPOUCXOIUT B TOM 4HUcie Omaromapsi coBpe-
MEHHBIM HH()OPMALMOHHO-KOMMYHHKAaTHBHBIM TE€XHOJOTHSM U UHTEPAKTUBHOMY OOYYEHHIO, UTO SIBISETCS
Tpenaom obpazoBanus B XXI Beke.
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